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 Ilustración 59 // Creación de un C #Script 




public class sizeParra : MonoBehaviour 
{ 
    float PreviousValue = 0; 
    public void OnValueChanged(float value) 
    { 
        Debug.Log("New Value" + value); 
 
        if (PreviousValue != 0) 
        { 
            if (PreviousValue < value) 
            { 
                transform.localScale += new Vector3(0.0004f, 0.0004f, 0.0004f) * 
value; 
                 
            } 
            if (PreviousValue > value) 
            { 
                transform.localScale -= new Vector3(0.0004f, 0.0004f, 0.0004f) * 
value; 
 






     if (value == 38f) 
            { transform.localPosition = new Vector3(-1.94f, 0f, 0.84f); } 
            if (value == 39f) 
            { transform.localPosition = new Vector3(-2.07f, 0f, 0.89f); } 
            if (value == 40f) 
            { transform.localPosition = new Vector3(-2.24f, 0f, 0.94f); } 
            if (value == 41f) 
            { transform.localPosition = new Vector3(-2.44f, 0f, 1.03f); } 
            if (value == 42f) 
            { transform.localPosition = new Vector3(-2.61f, 0f, 1.08f); } 
            if (value == 43f) 
            { transform.localPosition = new Vector3(-2.73f, 0f, 1.17f); } 
            if (value == 44f) 
            { transform.localPosition = new Vector3(-3f, 0f, 1.24f); } 
            if (value == 45f) 
            { transform.localPosition = new Vector3(-3.17f, 0f, 1.31f); } 
            if (value == 46f) 
            { transform.localPosition = new Vector3(-3.32f, 0f, 1.38f); } 
            if (value == 47f) 
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public class ShowValueScript : MonoBehaviour 
{ 
    Text percentageText; 
    void Start() 
    { 
        percentageText = GetComponent<Text>();    } 
 
    // Update is called once per frame 
    public void textUpdate(float sliderValue) 
    { 
        percentageText.text = Mathf.RoundToInt(sliderValue).ToString();  
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